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EDITORIAL 


Please, could members include their MEMBERSHIP NUMBERS on all 
correspondence. 


HKKHHRRHHKKLRHRRAHHKHHEE 


Advertising revenue made a tidy contribution to the magazine’s budget 
last year. Over the last few months there has been little interest 
from the business community. Why? : "..and we only seem tc sell one 
or two copies of each program per centre..." SOPTWARE PIRACY ts thus 
hurting all of ws indirectly. It has the effect of forcing up unit 
casts and prices throughout the industry. Sconer or later someone has 
te pay for this, and if software companies are to stay in business, 
that someone will be the customer - you and me. Please, next time you 
are tempted to copy a commercial program, THINK about the collective 
impact of this practice. 


Next month I will get a commercial viewpoint: does anyone Know of 
someone in the industry Keen to write a quest editorial 
(BarsOmsean?)? 


RHEHTKERHFERERRREREREHRRREE 


Most of vou will by now be aware of the recent difficulties 
encountered by Acorn and the subsequent aquision of a substantial part 
of its shareholding by Olivetti. The corporate structure of Acorn has 
been revised and Doug Pauling (Barson’s Managing Director) has 
expressed confidence in the new organisation’s continuing support and 
development of the BRC (and presumably the Electron which is rapidly 
developing into a very attractive system). The BBC has also renewed 
its contract with Acorn to produce a ‘BBC’ computer. 
HREKEHKKKKHHRHKRHERAKHKHE 


There fas been a disproportionate contribution to the magazine by a 
few members - Anne has opened up with her big guns inside. Please, 
don’t be upset, if you are one of the many people who have sent in 
materia] - especially if a reply or other action is caught up in my 
current backlog. You cam expect your tapes, discs etc back in the 
near future as I move this. However, unless I get a lot of material 
fairly soon, the April edition could be a bit of a sad joke - suppose 
I could fill it up with AGM minutes etc. I always welcome letters 
which indicate what people do, or de not want, especially if they are 
specific. Remember however (Gavin & Anne apart) that if the magazine 
does not contain things which interest you, it could be because YOU 
haven’t supplied them. Or twisted someone else’s arm... 


ks AN a nhs get rey a ee, eh tks oe ei mph pets rte i A Ak A ee ee 


ta ey een cr ce cs ee re ey cr re re rl re ed rd A A i ee eps pee eet es ee ee ee ee ee ee ee eee ee ee 


FMI GMA BEEB SOLUT I oni 
S.C.F. 


I make no claims that this is the fastest solution, but it does not 
rely on any cunning deductions te simplify the problem. Only two very 
ebvious deductions are made: 

a) that zero is not a diviser, 

b) that AA is the same as 11#A 

The program does mot even assume that the solution is unique; it 
actually prints only one solution along with the time in seconds it 
took (under 6 minutes) 


Although many compromises have been made for speed, the method used 
should not be hard to fallow. The program constructs every number 
which has 6 different digits, and tests them against the divisors cne 
Dy one. 


CODING NOTES: 

These all apply te the monstrosity of line 379. 

a} Using complex IF statements in Beeb Basic is usually (7!) a sure 
road to madness; and best avoided. 

b) Always leave a space between MOD and any variable beginning with 
"Ee" = MODE% is a syntax error! 

c) Readers may be unfamiliar with the fact that “logical expressions" 
can have “arithmetic values" eg 

PRINT(46=6) gives -1, 

PRINT(6=5) gives @; 

PRINT(6=6)+(5=5) gives -2 


FINAL COMMENT: 

The listing here was printed immediately after the program had run 
successfully. Do not type in any spaces between thr line number and 
the first statement on each line (U.G, p29) 


= 


The “Elite’ game appears ta have made a major hit judging 
by the number af Hall of Fame entries I recetyved aver the 
last couple of months. Joanne E. (Elite status? reports 
a score of 1,1@¢,940 credits on the cassette versian and 
120,008 eredits and two tasks performed an the disc 
yersian, Jeanne wamts toa Knew whether anyone has mare 
than twa tasks done. 


Ly i PO A el es ee el i ee ee ee ee i il i ee ee ee ee 
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1@ REM ENIGMA 
28 TIME=0 

98 DIM R$<6) 

48 DIM 0644) 

5a R$(B) = "997454321" 
66 @$(B)="* 

78 FOR R= 1 109 

80 EM = FNa(d RY 

99 «FOR S%¥= 4708 
1980 NY = FNa(2,S%) 
48 = FOR TZ = 1 107 


128 1% = FNa(3, TH) 
136 FOR t= 1 70 6 

140 GY = FNal4 WA) 

156 FOR Wis 1 105 

160 Mu = FNat5,V%) 
(7 FOR We= 1 104 

188 Ae = FNalé WO) 
198 RY = YAL(08(4)) 
280 IF @MOD1{=8 THEN PROC 
218 NEXT 

226 NEXT 

238 NEXT 

240 NEXT 

258 NEXT 

268 NEXT 

278 END 

280 


298 DEF FNatX, YZ) 

308 1$ = REIXI-1) 

319 6% = MIDS(TS,Y%,1) 

328 OKA) = OSOC-1) + DS 

938 ROCK) = LEFTS(TS,YU-1) + MIDSIT$, YR) 

343 =VAL(D$) 

359 

368 DEF PROCD 

378 JF QOD Ev=0 IF GYNODNY=0 IF QUNODIYS8 IF QUMODGY=8 IF GUNODMY=8 IF QyNOD 
Av=O TF CMODVAL CLEFTS(R$( 6) ,1))=8)4 (QUMGDVAL(MIDS(R$ (4) ,2,1))=8)4 (Q¢MODVAL (RIG 
HT$(R$44) 1)}=8) = ~2 THEN PRINT CA TINE/IM 

388 ENDPROC sean oe 
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SPEECH LUTPILITY 
David Baker 


Appitcation: 
The Acorn Speech Synthesizer PROM is normally activated by the SOUND-1 
statement, to vecalise words or word_parts stored in its memory, when 


a Program is running. 


However due to my poor sight (I am a registered blind person with 3% 
sight), I had a need to check information input from the Keyboard 
instead of the usual visual monitor check. I am fortunate that my 
wife will normally help by ‘calling’ the program as I enter it, and 
check the VDU, but on these occasions when I am doing a solo, I tend 
to have many errors to de-bug later, just due ta typing mistakes! 


I wish to acknowledge the assistance of Frank Hazlewood (a fellow 
club~member), who developed and wrote the following program, so that I 
am able to use the computer with greater ease. 


In fact the program has proved far more successful than originally 
envisaged, as I have discovered several different applications for the 
program, other than the one originally designed for. Tests show that 
the speech facility should be switched off (ti Key) before RUNning the 
oragram below, or it will be corrupted and be processed to the screen 
in “slow motion” lumps of data. However this "slow motion" effect can 
be put te good use if you want the computer to read back when you 
request LIST; this saves me peering at the screen for long periods. 


WHAT IT DOES: 

The program intercepts a character which is about to be printed on the 
screen, diverts it te the speech processor, then forwards it to the 
screen for display. 

The red user-definable Keys: f@ turns the facility om and fi turns it 
off, 


HOW TO SET IT UP 
a) Type in the program in the normal manner. 
b) SAVE before preceeding. 
c) RUN <RETURN? The program will be assembled on screen, 
d) enter: PRINT “TOP <RETURN: 

The computer will respond with a hex number, (call it xxxx for 
now) 
®) enter PAGE=Axxxxtl 

this steo prevents its being overwritten by a following program 
on other entries. 

(Ed.. A possible alternative - add an extra line at the very end 


tate PP le ee co EG I a Sg A a ll ee ee A ee er ed le ee ed 


—_— oe ee ee ee ee ee ee ee ee ee eee eee ee ee ee ee ey ee ee ee ee ee a ee ee ee ee ee ee eee i ee eee ee ee ee eee ee ee 


of the program which reads: 
PAGE=TOP+} untested, so aver to your experiment.) 


f> Presse f] Key ta initiate speech production. Entries 
will now begin from the new value of PAGE. 


REM..... KEY-SYNTH" ...00c000a8 
REM..for Acorn Speech PROM... 
REM seeds By F.Hazlewood....,.,. 
REM... eeduly VBS iss ea hae 
REM,...--(for D,Baker)...00: 

KEY @ "?&878E=(Q% MOD 256) | 7&8 20F=( OY DIV 254) M* 
KEY 1 "?7&O2HE=8A4: PhO CBF=H=REG MM" 
DIM QY% 168 
DIM H4 8 

FOR ““~=6 TO 3 STEP 3 

PY=0% 

EOPT 2% 

STA H44+2 


PHA 

LDA #&FF 

STA HY. 

STA HY+! 

LDA #466 

.LOGP STA HY%+3,X 
INX 

CPX #405 

BNE LOOP 

LDA #487 

LDX #(H% MOD 256) 
LDY #(H% DIV 256) 
JSR &FFF1 

cLe 

PLA 

TAY 

PLA 

TAX 


PLA 

JMP &EGA4 
JNEXT 2% 

ON ERROR NEW 
NEW 


ee pc cr crs cars rr cr meres irl ey es cs er re gee es ee ce ne re rr ges ed ee Niels Ree ee ee ee ee ee eee 


MENU: a program for indexing tape 
David Baker 


Although I am mew to computing; counting in months; by now I have 
started to accumulate a number of different programs of various types, 
which I have either copied from magazines or received by other means 
(eg the club’s introductory tape), 


Early on I decided that I should make "back-up" copies of all programs 
for safety purposes. I put all these onto long cassettes (eg Cé@ or 
C96), but as these tapes can hold a good number of programs, I needed 
an easy index to what was written, I was not happy with the idea of 
putting a piece of paper with written details inta the cassette lid, 
as it may be lost or become tatty etc with age. To #CAT a tape would 
still not tell me tape counter positions. 


I therefore decided that if disc users could have their DIRECTORIES 
(and equivalents), so could tape users. The MENU program here is 
recorded on to the beginning of the tape, and the user begins the 
subsequent programs well inte the tape to allow for passible expansion 
of the MENU program as entries are made on it. 


With the index right there on the tape it can’t get lost, amd it’s 
very convenient ta LOAD and RUN for ready reference, and you can’t 
lose it (unless you lose the tape:). 


You will need to enter the program name and tape counter position on 
the appropriate line of the program for each one. I have left room 
for a third column of information to be added - eq Game, Utility etc, 
or program block lengths ~ whatever you might think useful. Hach time 
you add more programs on the end of the tape, you will need to reload 
MENU and add these items, then SAVE this new version, This is why you 
must leave a decent gap between MENU and the first program on the 
tape, because each time you change MENU it will get bigger. 


1@ REM......"MENU* for backup tape indexing.. 
28 REM. ....:DY D, Baker, ee eo ere er rer 


40 MODES 

5@ PRINT "MENU" 

48 UT rg cee i ag ee cea ae: We anata Cae aa aa 
7@ PRINT"Side One-Page One" 

217 GR = 1 dd 0 Bre gp ae 
9@ PRINT" Program: Counter:* 

198 PRINTTABS@,463°1" 

118 PRINT"2°" 





EE A A chile tet: 
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PRINT"’3" 

PRINT"4" 

PRINT"S" 

PRINT" 6” 

PRINT? 7" 

PRINT*8" 

PRINT®"?* 

PRINT" 16° 

PRINT" 41° 

PRINT" 12" 

PRINF*"13" 

PRINT "14? 

PRINT" ...., Cr ee ee ee ee ee ee eo reeseeeee® 
PRINT" Press <SPACE) ‘tor next page." 

PRINT ® Press (ESCAPE) ta toad next program." 
seer eee eee ere Seer eee ee Ci Wa ee eee . 
REPEAT :UNTIL GET=32 

Cis 

PRINT* Sac 

FRINT®, = eereagre® se dostensdi Zardbstoke ae ercar er alates 
iti Side One- “Page "Two* 

PRINT* Program: Counter:" 
PRINTTAB(S ,6)"15" 

PRINT"16" 

PRINT" 17" 

PRINT*1&* 

PRINT"19" 

PRINT* 26" 

PRINT" 21" 

PRINT" 22" 

PRINT" 23" 

PRINT “24° 

PRINT" 25° 

PRINT*"26" 

PRINT" 27° 

PRINT" 28" 

PRINT" ..-. ee ee ee 
PRINT" Press " (ESCAPE) “to. load program, 
PRINT * END OF SIDE ONE MENU. * 

PRINT ® was csenas sea a atca See wa ati cee ae : 
REM.,.,.add more ‘pages’ if. necessary! 


A rt ee te ate ee ee ny a ee es ks alk I ia ie irs secs ee ee ee ge, re re ey ey ey 
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PICING WITH HISTOGRAMS 


INTRODUCTION: 

Ever wanted to throw a couple af 3-sided dicey Sorry, that’s 
impossible! But the computer does not "Know" that, and will be quite 
happy to accept any dice with at least 2 sides, and will cope with 
more than 10@ sides, 


Teachers may like their students to predict the shape of histograms 
for various combinations of numbers of dice and mumbers of sides. 
Budding mathematicians might like to derive the expression (found in 
line 196) for the maximum number of dice allowed if the maximum number 
of possible results (size%) is not to be exceeded, given the number of 
sides (5%) per dice - eg 2 dice each with 6 sides will produce {1 
results, from 2 to id. 


Much to my disgust, getting this program correct took much more trial 
and error than I would like to admit! It is now as robust as I can 
make it, without going to extremes {tc disable ESCape you could add 
#PX229,4-1 suppose). 


PROGRAM COMMENTS 

People with either tvs or Model As might like ta change mode% to 4, 
The range of values the program can usefully display depends om the 
width of a pixel (x-pixel%), which in turm depends om MODE (mode). 
The program will ask for the numbers of dice and sides to be within 
specified ranges. It also insists that the dice are to be "thrown" at 
least once, but cannot determine in advance the maximum permissable 
number of throws, which depends on ‘chance’ ('} - however it will 
abandon the histogram if it gets tac big. The hastogram is 
automatically scaled to fit the entire width of the screen, so that 
the minimum and maximum possible values will be at extreme left and 


right respectively. 
16 REM = DICCHST 
26 REM Simulates the throwing of vartous numbers of different types 
30 REM of dice and draws a histogram showing how often each total occurs. 
49 REM NB. Jt allows 3 sided dice to be used [!'! 


*FX LIBRARY 


John Baker sent in the following #FX calls not documented in the U.G. 


#h X216,x (where x is 3 or more} : turns sound off 


#FX219,@ : turns sound on. 


rm ee res ee ee ee el EP ee ee ee Ee ee ee gee ey ee ee ee ee ee ee ete ee ee ee ee ee ee ee ee ee ee ee 


ere me See ee bal aM js AA LE -S  ee m G o g ey ee cemrs crees ole da  S HA PY 


38 modes = 8 
48 MODE modeZ 
76 xpixelA = 244) + modeA0D3) :REM valid for modes @, 1, 2, 4 and 3 
BB sizes = 1286/x pixels 
9B DIM tallyécsized - 3) 
188 REPEAT 
118 REPEAT 
128 PRINT "Number of sides {2..."ysizesjy"] *; 
138 INPUT $4 
148 aky = TRUE 
158 IF S4 < 2 THEN PRINT"Nust have at least 2 sides": ok4 = FALSE 
148 JF SZ > size% THEN PRINT"Too many sides'": ok% = FALSE 
176 UNTIL ok% 
188 REPEAT 
196 PRINT "Number of dice (1... "p(sizet - LODIV(SA ~ 05°) *; 
208 INPUT NA 
2i8 ok, = TRUE 
226 1F NZ < 1 THEN PRINT"Must have at least one dice.": okA = FALSE 
236 RA = (SA - 1)aNZ + 3 
248 IF RX > size’ THEN PRINT'A dice too big for the # sides": ck% = FALSE 
208 UNTIL ok% 
2468 REPEAT 
278 INPUT*Number of throws "MA 
288 UNTIL HA > @ 
278 8615 
369) «= PRINT 3Miis" throws of "N43" dice each with "sS43% sides.” 
318 «scale = 1288/RY 
326 «6 FOR IX = & 10 CRA - 1) 
3368 tal ly“tdA) = 9 


348 NEXT VA 

358 = throws = 

368 REPEAT 

378 {4 = 

388 FOR BA = 1 TO NA 
399 CA = C4 + RNDCSA) 
40a NEXT BY 


416 baré = (2% - NY 

426 TA = tallydtbard%) + 1 

438 tallyétbarz) = TA 

448 MOVE scalexbar%, 4%T4 

458 DRAW scaletibaré + {) - xpixel4, 4¥TY4 

468 throws = throws + | 

478 UNTIL throw/IMy OR TA24?7 

488 JF 3424? TREN PRINT" (HISTOGRAM ABANDONED" ’" AFTER “sthrow/;" THROWS>* 
498 UNTIL FALSE 

5468 END 


A eee ey cr ee deme eee reer: cm pe egy vey cemrerry ies me SE A ls RR ey ms ee ee mie 
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MAIL 


Another letter has arrived from the intrepid John 8. of Waiheke 
Island... 

From John B te Neil B. - Greetings. Re: "ta much chat not encugh 
listings’. Point taken, enough is enough. However, take heed:~ 


These pages were made tor listings 

And thats just what they will gtve 

But beware, one of these days all this listing 
May take more than it can give 


My apology to Nancy Sinatra. 


Can one of you bright boys for ladies ~- Ed.) give this old codger a 
little programming help. My problem is as follows. One line in the 
listing I am typing calle for the character € (assembly lanquage), 
The. Hlectron doesn’t have a Key for { or J. The Electron guide book 
Gives VDU 91 for the character C and VDU 93 for the character J 


The listing I am referring te includes:- 
Line 48 £ OPT T 
I¢ I] type in VDU91 C OPT TI get "NO such variable at line 4¢" 


I have solved this problem in a rather messy way. {i type VDU 91 and 
get on screen C }. I then get the edit cursor under [ {press capy) 
type Gine no.) £ OPT T press return. And the program runs, 


There must be an easier way cut. I ask myself why I Kept the Electron 
for myself. My answer is that it is a challenge to me. It prevents 
atrophy of my brain cells! 


HEHEHE KHHERHHRRREKHHERHREERSE 


David Baker has also made some interesting comments in the letter 
accompanying his contributions, Picking up Anne’s point about 
straight-forward programs more useful to the average member, David 
says "To encourage other ‘greenies like myself who may be overawed; 
confused or disheartened by the high tech Jargon ficating around in 
the magazine, I have submitted my first attempt at simple programming 
in the form of the "MENU" listing,’ 


Tam sure that many other U.G. members will have written simple but 


useful, interesting and/or entertaining programs. This ts the place 
to get them published! 
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The computer world made simple. 
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GRAPHICS WINDOLIS 


Did you Know that the fastest way to colour in a rectangle is by 
defining it aS a graphics window? It’s faster than drawing two 
triangles, and doesn’t have the diagonal line through it that often 
Sa the PLOTS5 method. It’s also faster than filling using 


A graphics window is also useful when things are happening which you 
don’t want to interfere with some text or other picture on the screen 
~ eg prompts in your drawing package program. Electron Owners could 
look again at the Sketch program which is on their Welcome Tape. 
Another use is for cheating - you have PROCdraw_shape that you don’t 
want to change (someone else wrote it; you can use but not understand 
it), but you want only part of the shape it draws. You can define a 
window; and draw the shape with co-ordinates that ensure part of it is 
of out of the boundaries of the window, then reset the window to a 
more useful size, 


Perhaps you are in an underground cave system or a maze. The program 
may well draw the entire map each time, But what you can See 15 
limited by the light of your lamp. A graphics window can be set up so 
that although the whole map may be drawn each move; only the area you 
can see will actually appear on the screen. 


An example program: 


ig MODE2 
2@ PROCdrawegrid 
38 WAIT=INKEY< 188) 


CLS 
38 YDUZ4, 789 :168;1108; 7868; 
68 CLG 
78 PROCdr aw_orid 

VDUZSG 


96 END 


11@ DEF PROCdraw_grid 

128 GCOL@,3 | 

138 FOR I%=i1 TO 1088 STEP 128 
149 MOVE 1%,@:DRAW 1%,1823 
156 NEXT I% 

168 FOR ‘Iv=1 TG t288 STEP 120 
178 MOVE 1%,@:DRAW 1279,1% 
18@ NEXT IY 

198 ENDPROC 


a sr rege ys cs A Pe cence cect Since SK a, “cate ec ik a es el ele 
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THE ELECTRON PLUS @ DISC DRIVE 
H, Wiggins 


It i¢ always mice to get something new for your computer and here is 4 
real honey. The plus 3 is an L shaped package in matching trim which 
bolts firmly on the back of the Electren. Together with the Plus 1, 
which again bolts to the rear, you have a package which contains a 
disc drive, a printer interface and an A to D converter. It has nice 
transportability without too many cables. The discs are 3.9 inch 
minifloppies, double density; single sided, 320K. It is said that 
these were chosen because of their compactness, improved technical 
features, and general industry acceptance. Some support to this view 
is given by the fact that spare discs were labelled “Hewlett Packaro’. 
The demonstration disc was full of goodies, First the sample program 
loaded instantly and displayed instantly on the screen, compared with 
the slow building up of the picture in the tape version. The Advanced 
Disc Filing System (ADFS) does not bely its name and Acorn have taken 
a lot of trouble over this one. [It is not compatible with the BBC 
DFS, but contains some 34 commands. 


Then there is the Utilities menu. Some of these are: 


¥EF ORM Formats a disc so that it may be used with the ADFS 
HVERIFY Checks that a disc’s contents are not corrupt 
*BACKUP Copies the entire contents of one disc to another 
#LIGT Displays a text file with line numbers 

¥TYPE Displays a text file without line numbers 

*BUILD Creates a text file from the Keyboard 

#*DUMP Displays a tide in hex and ASTI]-15 

SETPARAMS Sets up various ADFS options 

UTILS Produces the menu af utility options. 


A HELP command is available to explain these ultilities. 


Familiar commands in BASIC such as SAVE; LOAD and CHAIN are not lest. 
The ADFS can be disabled with NOADFS so that normal facilities are 
there. LOading from and te tape to ADFS is simple. However, there 
are space problems since PAGE is normally at 1D¢@ and some tapes give 
DIM or MODE errors. There are ways of reclaiming Space and a local 
agent is compiling a list. HIMEM - LOMEM waives ¢ 20998 with NODFS and 
17158 with (MODE 6), In MODES @, 1 and 2 the figure becomes 4842 so 
this explains the problem. The BHC has a similar problem, 


I have still not found cut all the things I have bought.. an outlet is 


provided for a second disc drive 5.25 or 3.9 inch. The manual 
requires patience, however IJ expect the usual good amount of 


cy pe es eel AR al ak Ns Sa Ps SE te ht pi i ee ee rl A ll A “ee ee ee ee ee ee ee ee es i i 
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supporting literature to become available. | have had my 
Electron some ¥ manths and have found it a stimulating 
companion, With this mew facility it if a new and 
powerful ball game. The Acorn has grown. 


FIND THE ACTUAL COLOQOLPR 
GCF 


If you are writing a complex and colourful program (game?) which Keeps 
redefining what the logical colours mean by using VDU{i?; and you Keep 
calling a PROC which simply must Know what the current actual colour 
is; then this program could be of use. The function below could be 
used if your PROC has to temporarily redefine a logical colour for its 
own purposes but must also restore it to its original assignment when 
itis finished. 


N.B. This program uses a "spare" byte in Page Zero to avoid having to 
set up a PARAMETER BLOCK by a DIM statement. This means that the 
Function-can be copied into any ather program without having to worry 
about setting up anything special in advance. If you are already 
using this location, then you Know enough to find 2a spare byte 
somewhere else! 


1@ REM “DEMG’ of reading colour palette. 
2@ REM (OSWORD with A=&4B) 

38 REM See USER GUIDE pages 458, 4462 & 443 
4@ FOR modeX=6 TO 2 

36 MODE moder 

66 FOR A¥=6 TO 15 


78 FOR Lv=6 TO 2*¢2%mode)-1 

86 VDUL? LA AASB 

78 PRINT LA,FNactualecol our (Ly) 
148 dummyA=INKEY (268) 

118 NEXT LY 


126 NEXT AX 
i3e NEXT mode 
END 


166 DEF FN_actual_colouré logicaii_ce] our’) 
178 LOCAL AA,M/,X“,Yx 

186 M4=&78 

19@ AX=&6B8 

266 XA=MYMODZ54 

216 YASMADIV2Z56 

226 ?M4=logical_celoury 

238 CALL &FFF1 

240 =?{(MAtl) 
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SOF TRS RE FOR THE BLIND 


With the advent of the speech system fitted internally to the BBC, St 
Dunstan’s; an organisation in England for men and women blinded in the 
war, was prompted to sponsor a research project to ascertain whether a 
totally blind person could use a computer to enhance their quality of 
life, 


AS an ald to living, leisure and communication, "the talking BBC micro 
replaces braille for the storage and quick retrieval of data" says St 
Dunstan’s. Although the vocabulary is limited to some 162 words, and 
the speech output is in serial form, its usefulness has been 
demonstrated by the following programs which were specially written 
for the project. A VDU is unnecessary, but reference is made to 
"screen to simplify the description of the various programs below: 


PRINTREAD: characters are spoken as they are printed to screen either 
from Keyboard input or generated by the computer. 

SCREENREAD: lines of text previcusly printed on to the screen can be 
selected and ‘read’. This program alse incorpora.es the "Printread” 
program. 

VOCAB: this is a data retrieval program enabling the user to find a 
particular whole "spoken" word or word number, amd insert it into a 
program immediately, 

DATAFILE: an information storage and retrieval program for the user to 
establish an address book, telephone directory; index of various items 
feg record collection, record of personal confidential information 
etc. Used with the Printread program, which is loaded first. This 
‘Oaperless’ system is suited ta the needs of those who cannot get 
sighted heln. 

TEXT{i@: A program for the ‘Acorn’ speech synthesiser; a simple 
tex t-editing program enabling the user to compose text on the computer 
and screen, and amend before getting a printout. 

MVTEXT: the ’Microvox’ speech synthesiser version af TEXT1@ 

CW: a morse code program, with several options. The user has the 
choice of selecting the random character send mode, text send mode, 
typing trom the Keyboard, or recording tapes into memory. The wser 
can alse detine the send speed and delay period between characters, 
CLOCK: will tell the time when a Key 15 pressed. 

Two further programs for Dominoes and Cribbage are in various stages 
of completion, 


If any User Group member should Know of anyone (particularly a 
handicapped person} who would benefit from obtaining copies of these 
programs, please contact me direct, sending a blank tape and stamp 
(plus a jonger tape if requiring the TEXT programs fer spoken 
instructions and demonstration): 
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David Baker, 67 Bayview Rd, Glenfield, Auckland i@ or 
phone me tpyt) 444-2122 


SUPER ee BEEE 
G 


DEFINITION: 
A Beeb with an active 6562 co-pracessor and dual disc drive system ( 
drives and 2 processors!) 


CHARACTERISTICS: 

People suddenly start referring to the box formerly called "Beeb" as 
the "I/O processor"! 

SPEED 

Although the co-processor manual claims "up to 50% faster processing"; 
some graphics programs will run at more than twice their normal speed 
~ while the I/O processor is drawing a line or filling a triangle etc; 
the Basic program continues in the Language processor (2nd 65@2 bax?) 
until it has to wait for the I/O processor to finish its last request. 
This means that with the right mix of calculations and graphics, you 
can get close to the performance of a single 6502 running at SMHz! 
(2+3 MHz). Space Invaders anyone? An actual, highly tuned benchmark 
program gave close to this performance with a nominal equivalent of 
4.9MHz. Im practice, the speeding up of programs will be uneven - 
depending on the balance of work done by each processor, which will 
vary in different parts of a program. 


Disc 1/9 

Super dual Beebs have the 1.2 DFS a part of the DFNS. It is claimed 
that this results in 20% faster disc accesses. Probably more 
significant is that #COPY and #BACKUP do NOT cerrupt a Basic program 
still in the language processor! This means that if yeu get "disc 
full", it is possible ta *COMPACT, THEN save the program! This was 
not possible if the program was running in the Beeb without active 
co-processor — you had to scrabble among the heaps of discs under the 
telly for one with Some space on it. 


Memory 

Naturally "everyone" Knows that the co-processor allows 44K for a 
Basic program irrespective of Mode. But how many Know that there is 
at least 4.5 K in the I/O processor that could be used by an 
enterprising assembler programmer? The area is between &1F@@ and 
&3000 on a disc system in a 2@K graphics made with space set aside for 
redefining ali the printable characters, 
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ANNE’S COMPLAINT: 
WHAT 15 A USER GROUP? 


1) A group of people having something in common —- eg computers of a 
specific type - who want to share experiences {as in the Constitution) 





or 


2) A group of people who mainly sit back and sponge off the attempts 
of a few to share what they have discovered, or help where they can. 


"Beeblet’ March’s4 to Feb ‘85 pages were made up in this way: 


14.5% written by Anne 
8.9% written by Gavin 


That’s 20% of the mag written by two people! (as we’re married to each 
other, you could argue that in fact it’s only from i person) 





10% of all pages was taken up by covers, editorial and Contents 
2% written by Anton 

3.2% by Neville T 

4,4% by Warren W 

3.9% by Tony K 

3.59% by Robert N 


That’s aver 350% of the magazine from 8 people including the Editor who 
puts it all together. 


47.2% was supplied by less than a further 9@ people (excluding the 
Hall of Fame) 





It would appear that over 38% of the User Group have made no 
contribution to the magazine, particularly to the detriment of these 
who do not live near places holding local meetings. Five of the above 
are or fave been members of the National Committee; only one comes 
from Auckland, and one from Christchurch, Surely those who have access 
to meetings should make particular effort for those who don’t, to heip 
them tao in the only way possible - through the magazine, 


WHAT about all those UNANSWERED calis for HELP in the magazine? To 
assume "Someone else" will supply the answer is demonstrably and 
frustratingly wrong. Very few such cries Rave been attended to. 


IP you want a chance to get some free goodies, ENTER the competitions! 
it seems that if you enter you are guaranteed to be a winner! 
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The only way to be sure you won't read an article yau 
don’t want is by supplying the Editor with ‘YQUR 
alternative for those pages. 


HELP WANTED 


1) Give ME some incentive to apen the pages of Beeblet i 
the coming year ~ “‘Beeblet’ is boring - I’ve read tt ai 
before, So has my husband. Thoroughly. 


n 
| 


2) Read through previcus Beeblets, There are cries for 
help still crying, including some of mine. 


What was really in Bruce’s fridge: 
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BITWISE OPERATORS 
Anton #, 
BASIC KEYWORDS: AND, OR & FOR 


The BBC User Guide is explicit in its description of these operators, 
but does not deal with them as a whole, nor does it give their uses. 
This article will describe how they work, and what they can be used 
for, 


The term “bitwise” comes from their mode of action. If we take a 
number, say A%, camprising 32 bits, and operate with a second number; 
say Ba, then each bit of A% interacts with the corresponding bit of 
BR%, and has mo effect om adjacent bits. (The usual arithmetic 
operators (+-/#} involve carry over from bit to bit.) This is the 
entire basis of their value. They enable very selective changes in bit 
settings to be made, without complications between adjacent bits. 


We will oniy discuss operations between integers here, as "reals" act 
similarly, but in a confusing way, with no advantage. You should also 
realise that in actual fact, the “integer” (eg. A%) is a collection of 
ves/na answers that cam mean anything you want; and in many cases, 
mean nothing at all since some “answers may have no question. One 
important operation I will explain is the masking off of unwanted 
bits, by setting them to zero. Bits can’t be removed, but they can 
often be ignored if they have a zero state. 


The three operations wanted are a way of setting bits (to 1}, clearing 
bits (te @) and toggling bits. (i to % and @ to 1) 

AND, OR & AND can be used ta do this, but not in a straigntforward 
manner. 

Here is a list of effects: 


For any matching pair of bits: 


(@AND@)=@ (0 OR @ = (@ HOR 4) = @ 
(@ AND i)=@ (@ OR rat (@ ROR i) = 1 
QW AND@=@ GU OR@=1 (1 HOR O)=1 
QANDGd=1 GOR = 1 (1 BOR 1) = 4 


AND,,.Onmly i# both are t,15 the result 4 
OR.,.,..1f either or bath are 4, the result is f 
EOR.. elf the bits are different the result is i 


NOTE: order Rae no effect, AM operating with B% is the same as BY 
operating with A%. Often in the examples that follow, Ill use the 
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order "data followed by mask" but that is my own convention, so I Know 
which number is which. The computer wont care, 


To clear a bit, AND it with @. To set a bit, OR it with 4. To toggle a 
bit; HOR it with 1. 1/1] now discuss that in more detail. 


Let us now regard A% as the set af 32 bits recording data; and call it 
data%, We want to copy certain bits of interest into another integer; 
called somebits%. This is done using the operator AND with an integer, 
mask®%. Any bit of mask% that is @ will make the same bit In somebits% 
also @, But where mask% has a i; the corresponding bit in samebits% is 
a copy of the data% bit, Overall, then, somebits% is a copy of datah, 
but with @ wherever mask% had a @. 


Use of AND: to clear bits, 

The ASCII numbers are carefully designed, All letters of the alphabet 
have bit 6 set, and the lower case also has bit 5 set. (In numbers, 
all letters are valued 64 or more, and lower case 96 or more.) To go 
from upper to lower case, clear bit 5, So; if a program nad a GET or a 
INKEY input line; and you wanted to test for s "Y" of upper or lower 
Case, One way IS: 


1966 reply’ = GET 
{@1¢ IF (reply% AND 223) = 29 THEN PROCyes 


The mask (223) has bits @ to 4, and 6 and 7 set, So any input has 
those bits retained, but bit 5 is cleared. As bit 7 is not set for any 
ACSII value, that bit too could be clear, giving a masK of 95 as a 
valid alternative to 223, 


Use of OR: To set bits. 
From the operator effects list, you can see that OR tends to set bits. 
So to copy data’ into result%, except for some bits which are to be 
set, use: 

result% = {(data% OR mask%) 
Any bit of mask® that was set will now also be set in resultk. If 
mask% is 32 then bit 5 is set, and if mask% is 1904¢ then bits 4 and i¢ 
are set, AS an example of setting and clearing, the tollowing program 
goes through the alphabet, printing upper case, setting Dit > to give 
lower case; and after printing that, clearing bit 3 and reprinting 
upper case. 


18 REM Upper to lower to upper 
26 FOR letter’ = 1 T8 26 

360 ascii“ = 64+ letters 

48 = PRINT CHR#asci iz); 
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28 lowcase% = (asc1i% OR 32) 

69 PRINT CHR§$(Vowcase%); 

78 upcase% = (lowcase% AND 223) 
e@ PRINT CHR$(upcase%); " "5 

99 NEXT letter% 


In summary, AND clears bits, and OR sets bits. As both operators leave 
bits in a Known state, they can be said to create information, since 
the result is meaningful. On the other hand, the previous state of the 
bits has been destroyed, so the operators delete data. It rather 
depends on whether the result or the original contains more meaning. 
By saying above "copy data selectively into result", both the original 
and the result are available. This is a good general rule: If you can 
afford the space, copy data for program use, and eoreserve the 
original. Naturally, if the criginal state has no meaning: as when 
setting data bits for the first time, then there is nothing worth 
preserving. In such cases, one uses statements of the sort: 

data% = (data% operator mask’) 

But it does pay to preserve, even when you dont think the original 
Will be useful. 


The third operator, EOR, called exclusive-or, is different. It toggles 
bits, and neither creates nor destroys, since two toggles leaves a bit 
in ite untoggled state. If again we use data% as our original, maskk 
as the bit selection mask, and put the result in result%, then the 
following rules are useful. 

If mask% i6 zero, (all bits = 9%), then result® 15 an exact copy of 
data, 

If mask% ts -1, (ali bits set), then the ones complement number is 
obtained. That is, all bits of data% are in their opposite state in 
result®, And if mask% is a mixture of 1’6 and 0’s, Some bits are 
toggled and others are not, 


BOR canbe used either as a toggle or as a matching method. 


The use as a toggle stems from the ease with which (result% = @) can 
be tested, Suppose we want to test if bits 4, 7? and 1@ in data’ are 
all clear. First we need a mask with bits 4, 7 and 10 set. That’s 116% 
(46 + 128 + 1024), Use this mask to clear all the other bits, and 
preserve only the three wanted bits of the original: 

result® = (data% AND 1165) 
Then if results is zero, the three test bits must all be zero. But now 
suppase we want to test if bits 4, 7 and 1@ were all set. The answer 
is ta teggle the test bits, then test for zero. 

result% = tidata% BOR &F FFF) AND i148) 
The taggie mask used cam be any number that has bits 4, ? and i@ set. 
The one i used has ali bits from @ to 15 set. This use of &FFRF 
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(decimal 65535) has two advantages. Firstly, its easy to remember: hex 
F means 4 set bits, Secondly, the same mask will work for all cases 
where up to i6 bits are in use. So if you Jater change the clearing 
mask (1169), the toggle mask can stay unchanged. 


I# you wish to work easily with these masks, the using hex values 
makes life easier, Hex requires you to have a table of patterns, but 
almost all arithmetic is eliminated! 


@2000 40100 4 1008 C i100 
10001 536101 91001 Diiei 
29010 68110 A1i01@ EF 1410 
3@041 7 @111 Bie@ii F iidi 


The 4; 7 and 1@ bit pattern ts: 


ta @ 
0096 9100 1801 6906 
hex @ 4 9 @ 

Replace 1166 with £490. Note: ne adding up needed! 

The same hex approach is e@qualiy useful in graphics, when defining 
characters. 


A rather unusual use of the toggie is for encoding. Say the Wanganui 
computer was transmitting information to police terminal ra. 4371. A 
simple fast code is for the main computer and the terminal to share a 
256 byte random code number. Bach set of 256 bytes sent is first EORed 
with the code number. The receiver repeats the BOR operation and sa 
decodes the message. Each terminal can have its own code, making 
interception of transmissions or lagging on under an assumed terminal 
no. Quite useless, 


BOR is also used for matching bit patterns. If both data% and mask” 
have the same bit pattern, the result is zerca. Not much different from 
saying "IF data% = mask% THEN ....". Except if data% and mask% have 
nearly the same oattern, the result has very few bits set anc these 
can be counted. Useful when you have to settle tor close matches. 


Let us assume we are matching up two bit sets, tuatara% and lizard’. 
The bits in each set have been set or cleared, in response to 
questions such as "Is it cold bionded?" (Set bit 3 1f yes) Now we want 
to see how many bits match. (I/1] cheat and replace the 32 questions 
with RND.) 


18 REM Exciusive-or Matching 

20 tuatara’ = RNDi REM Fake data 
30 jizard/ = RAND: REM Fake data 
4A match’ = ¢tuatarad EGR lizard) 
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28 PRINT “tyatara%;" BOR ";“lizard%;" = "s-match% 

6@ REM First check bit 32, pos/negative 

70 TF match’2<8 THEN count% = 1 ELSE count% = ¢@ 

$@ REM Then check the other bits 

9@ mask’ = &4000¢0G0: REM bit 31 
100 FOR sweep% = 1 TO 31 
418 IF (match% AND mask%) THEN count% = count% + { 
420 maskh = mask’ DIV 2 
139@ NEXT 

140 PRINT count%; " bits da not match" 


count’ 18 the number of differences found. The lower the count, the 
claser match. It would probably be a matter of experience to judge how 
low a count was significant. Naturally, the computer would be stepping 
through checking hundreds of entries. lizard% would im an array as) 
say, beast%(432). This article assumes you have or soon will be able 
to manipulate arrays. They are more important ta understand than 
bitwise operators! 


Well, that’s the essence of it. There are a couple of minor points 
that I should mention. Firstly, operator precedence is crucial. Look 
up the chapter in the User Guide on it. The important point is that 
"s" as evaluated before "AND" and that before "OR" and "EOR". Take the 
example: 

IF result% = data% OR mask% 

The computer evaluates this as: 


Create a temporary integer in memory, 

Fut the answer to result®% = data’ there. (Zero if false) 
OR the answer with mask% 

If overall result is zero gata next line. 


Unless mask% 15 zero, it will set a bit in the answer and result in a 
TRUE execution of the line. Whereas if brackets are placed round 
{data% OR mask%), then the first step is to place the result of the OR 
operation in the temporary location. Then it sees if result® is equal 
toa it. Now the answer will often be FALSE. As you want a high level 
language to reflect intuitive English usage, PUT BRACKETS IN WHEN 
USING BITWISE OPERATORS, 


The second point is really only a hint. Stick ta yes/no questions as 
far as possible when setting up the data bits. Otherwise ambiquous 
answers will confound the data search. So "NZ citizen?” is a good 
question, as either you are or you aren’t. But “Is she tall?" doesn’t 
have a precise answer. Oneway aut is to use two bits for each 
question, giving an either, yes; mo and neither option set. So to 
encode height, (binary rep.d; tall = 16, short = @4, middling = 11 and 
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unknown = 80. 

Then when doing a search, a middling person, whe could he assessed 
also as tall or short will give a non-zero result on use of an AND 
mask%. Im other words, there really are two questions. Could this 
person be thought of as tall? And, could they be thought of as short’, 
So you need two bits. 


Database searches have lots of problems, so remember the golden rule 
of computing: 


Would this job be faster by hand? 


Il] leave you with that cheering thought. Those of you who like maths 
may care to think about the output produced by the following program. 


18 REM Binomial spread 

28 REM Run time is 184 secs 

38 DIM BA{32) 

48 FOR IZ = 1 TO 1888 

so 0 KZ = &48888888 

66 M4 = RND EDR RND 

78 «oF M448 THEN TA = 1 ELSE (4 = 8 
Ba =6FOR S4 = 1 TO Ft 

96 IF (M4 AND 4) THEN €% = Cel 
188 Ki = KA DIV 2 


NEXT 
$278 BCC) = BAC CA +l 
138 9 NEXT 


148 

{56 FOR 1% = 8 TQ 32 
168 PRINT BY<1%); 
{78 NEXT 





CLASSIFIED ADS 
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CASSETTE TAPES 
Cié@s, boxed, leaderless - available from the UG in multiples of 24 - 
$25~09 plus.$2-09 p&p. 


. . MICRO COVERS 
Designed to fit the BRC micro. Attractive opaque reinforced plastic; 
$5-5¢@ posted, To lain, Box 276078, Epsom, Auckland 3. 


FLOPPY DISCS 
3M Brand 3 1/4" DSDD discs ~- available fram the UG ex-stack in 
(cardboard) boxes af 1@: $55-0@, which includes pp 
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PROJECT: «yDVENTURE INTERPRETER DEVELOPMENT SYSTEM 
G.C.F,. 


Like every other Dungeon and Dragon fanatic, I thought the Beeb could 
be put to use. Level 9 games also were an inspiration, but tc jump in 
the deep end would guarantee my death by drowning. 


1 plan to develop several adventure systems of progressively 
increasing sophistication. Bach system will consist of an adventure 
code interpreter, which can be common ta a number of different 
adventures, and an example adventure, to demonstrate various 
facilities, 


Those of you who simply want to write adventures can pick on one 
system, and concentrate on writing your adventure without having to 
Know much about BASIC programming. People wishing to learn new 
programming techniques may find the interpreter programs of 
considerable interest. Each interoreter will be a minimal one of its 
type, and will offer plenty cf scone for enhancements. 


The first system (VSAS) consists of 33 lines of BASIC code for the 
interpreter and is followed by several DATA statements specifying the 
actual adventure. The program plus structure diagram and other 
appropriate documentation will appear next month. 


PROJECT OUTLINE 

This is my proposed strategy, but is subject to reader interest and 
involvement, and my ‘spare’ time. Having abandoned any attempt to 
design an all-singing, all-dancing system straight off, | decided te 
approach it in six stages. This will allow experience and concepts to 
be progressively gained and consolidated. Each subsequent stage will 
be designed from first principles based on lessons learnt from 
previous stages, amd mo attempt will be made at ‘forward 
compatibility’, so that errors and awkwardnesses from previous stages 
will hopefully be left behind. 


The six stages have been given code names for easy reference, which 
are partly self~descriptive of the main features. (The first 4 stages 
can be used either fram tape or disc) 


VSAS - Very Simple Adventure System: 
a Simple menu-driven system with no memory or conditional 
execution (you cannot ‘get’ or ‘put’ objects; what you can do 
depends onlY'on where you are at the mament, and not on where 
you have been or what you have done in the past) 
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SAS ~ Simple Adventure System © 
This will be sufficiently advanced to provide all the facilities 
for a solo adventure, along the lines of many popular solo 
adventure books. The System can Keep track of strength and 
skill levels as well as obJects picked up. Combat routines can 
be specified, along with some methods of handling items with 
magic effects, 

PAS - Parsed Adventure System 
The meny system will be replaced with parsing logic ta allow 
simple commands to be entered, such as "Put coins im bex". A 
simple magic spell system will be implemented. 

FAS ~ File Adventure System . 

Use one program to generate a file which is then read into the 
interpreter program. This will allow some data compaction and 
pre-processing to enable the interpretation to 6e more 
efficient; more sophisticated, and permit still bigger 
adventures. 

VAS - Virtual Adventure System 
This will enable a large adventure file to be set up on disc and 
accessed using virtual memory concepts. This will allow bigger 
and more sophisticated adventures to be written than by the 
previous methods. 

ABADS - Advanced BASIC Adventure Develonment System 
An overlayed program system which uses a fully-fledged adventure 
language. Players. with sufficient skill will be able to modify 
"eeality" using suitably prepared magic spells. This may be 
enhanced to allow a multi-player facility using several 
connected micros. 

FS. | 

lam prepared to supply tape/dise copies of programs under the 
following conditions: 

1. You provide the tape or disc {" 8@ track) plus return p&p 

2. You are a current member of the User Group and quote your 
membership number 

3. You also provide some constructive criticism! 

So start thinking... 
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STUDENT OI SCOURTT: 
HOW IT WORKS 


A school or its Computer Club may apply for membership at a reduced 
cost in the following way: 


{. There must be 5 or mare students wishing to join. 

2. Hach pays $29.0¢ instead of $36.09 

3. Hach student is entitled to ane copy of each issue of ‘Beeblet’ 
far the year of membership. 

4, All copies of ‘Beeblet’ will be mailed to the school where it will 
be the responsibility of the schocl or its computer club to distribute 
copies to the individual students. 

3. The school is entitled to one vote and full rights and privileges 
of membership in the User Group. 

6 There is no objection to one teacher being included in this 
membership. 

?. Uf more pupils wish to join later in the year, they may, and back 
issues to April will also be supplied to them at the school, 


So ail you students, and teachers; you have a little time to gather 
more of your schoolmates to make up encugh of you to qualify for this 
reduced rate. You cam transfer your 1934/5 personal membership to the 
school-discount membership upon renewal time, if there are enough of 
you in the same school wanting to be members. 


You cannot, however, renew or join as an individual then later try to 
transfer part way through the subscription year and get a refund. 


Go to it!!! Write to us at P.0O,Box 9592, Wellington, for a special 
Membership Application form for School groups. 


RINOMIAL SPREAD ANSWER 


The cutout from the Binomial Spread program can be predicted from the 
faliawing formula: 


Pik) = B2'/(Kie(32-K) HS Se) 
where Pk) is the probability of & bits matching. The formula assumes 
the twa values produced By RND in line 6@ are truely random. The 


cutout is a way of testing a random number generator, using the 
Chi-square test, 
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LOCAL ee 


YES!! It is possible to make arrays Local to a procedure. More 
specifically, you can at least have parts of various arrays local. 
You have to declare each particular array ‘cell’ separately, as in the 
listing below. 


The only problem is that there is a maximum of 255 local variables 
allowed for a PROC. More than this and the program hangs up. In the 
program 254 cells of an array plus ome Integer Variable make up the 
maximum allowable. The example fills part of an array with 
consecutive integers (@,4,2,3...), and then fills the same part of the 
array with "9999" after making it LOCAL. Finally it demonstrates that 
the original values are still there, 


Note that LOCAL arrays are NOT allowed on the 2&0 co-processor, but 
are allowed on the 69¢2 co-processar. 


16 REM To demonstrate “LOCAL’ arrays 
26 DIM AAC56O) 
30 NA = 254 
46 FOR 1%=@ TU N% 
rel AACI“Z) = 1% 
48 PRINT I%,AACIZ“) 
EXT IA 


11@ FOR Iv=6@ TO NY 
120 PRINT I%,AACIX 
130 NEXT IY 

140 END 


148 DEF PROCbb 
{78 LOCAL 1% 

180 FOR 1%=1 TO NX 
i198 LOCAL AACIX 
268 AALIZ) = 9999 
216 PRINT I%,AACIX) 
228 NEXT 1% 

238 ENDPROC 
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LOCKED KE YBOARD | 


Type in #Fx20{,1, press any Key other than Break. Within a 
program, #FX201,0 can be used to unlock the Keyboard, 
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FRMoSK! 
Reviewer Geoff PF 


"FRAK!" by Aardvark Software 

There’s no doubt about it; Scrubbly, Hooter, Poglet and Trogg are 
headed for immortality. They’ve been hailed as a milestone in graphics 
programming, have sat at the top of UK software charts for several 
months and even added a new word to the English language - FRAK! 


The hero cf the piece is Trogg, 4 bearskin-clad caveman armed with 
nothing more lethal than a yo-yo, and the aim of the game is to guide 
him around the screen collecting golden Keys. Along the way he 
encounters diamonds and urns for valuable bonus points, must dodge 
vertically rising Balloons and diagonally approaching daggers; yo-yo 
any obstructing Scrubbly, Hooter or Poglet and must simultaneously 
negotiate a maze of ladders and platforms. Failure to do so results in 
a cartoon-style voice bubble accompanied by a superbly suitable 
exoression of frustration - FRAK! 


Bach section of the game is the equivalent of three screens wide and 
the screen scrolls effortlessly left and might as Trogg strolls about. 
In addition, as each section is completed, a new and completely 
different screen of increased complexity appears and the first problem 
is to find ane’s way around it. You can’t move on until all the golden 
Keys are collected and some of these are sited in some pretty tricky 
Places. The third section is, understandably, the hardest with Troag 
having to place his foot-steps with a precision fivalling Fred 
Astaire, And after that?’ Well, I/ll leave you to find out. I’ll just 
say that the game’s programmer, the mysterious Orlando, has a 
deliciously wicked sense af humour! 


The game controls are the standard left/right, up/down format with 
RETURN launching the yo-yo. (One tip here; how long you press RETURN 
depends on how far the yo-yo travels). Jumping is achieved by the 
combined use of ‘up’ plus ‘left’ or ‘right’ and if the phone rings in 
the middle of a game just hit DELETE to freeze the action and COPY to 
restart, Hach jevel has its own background music which, along with 
the, (at last!!), non-deafening sound effects can be switched on and 
off instantly with ‘@’ and ‘9’, 


The one feature that stands head and shoulders above the rest in this 
game is the qraphics. Not only does Troge have different left and 
right profiles, (in Keeping with a bear-sKin slung across one 
shoulder), but you can even see his hairy chest. And he doesn’t just 
walk, im places he positively skips along! 


Anather delight was the humour and originality of the game. Troggs and 
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Scrubblys don’t die or exolode when hit; the one utters his oath while 
the other just goes whistling off the edge of the screen. And the 
clock that counts down at the start of each section, and by which 
bonus points accrue; 1s merely a timer on your electricity meter. When 
it reaches zero there’s an audible click and the lights go out! Even 
the first section of the program is worth a peek for the REM 
statements warning; tongue in cheek, of dire consequences for pirates 
of the game. Horsewhips, cheese-wires and Very Big Men wearing Very 
Big Boots are just some of them! There’s even a tune for would-be 
pirates. The theme from ‘Captain Pugwash’ no less!! Type GOTO {46 for 
a real musical treat. 


So much for the praise, now for the 
gripes. There’s no documentation at all, 
You’d best grab a pencil and note down 
the Keys ta use while the game is 
loading because that’s al] the heip you 
get. Things like the yo-yo tip mentioned 
above only come after a lot of 
frustration. Another grizzle is that 
uttering FRAK! sends you back to the 
start of whatever level you are on to 
face, once again, all the hazards you've 
just eliminated. More anmmoying still is 
that balloons and arrows passing close 
to Trogg will make him FRAK! without 
actually tauching him. It’s something 
you get used to and something I'm 
prepared to accept since it is 
apparently a side-effect of the sprite 
routine specially developed for the 
game. The other minor moan concerns the 
occasional disappearance of the 
background music. An intermittent fault 
this (everyone’s favourite sart), that 
doesn’t impede the progress of the qame. 





All in all FRAK! is a classic, It’s a delight to play; it’s both 
amusing and frustrating; is filled with subtle humour and originality 
and should be on every Beeb’s screen! 


DEALS AND DISCOUNTS 
Send stamped addressed envelope for details of the deale negotiated by 
the Wellington Branch for Ut members. Please mark your request for 
the attention of Jill Armstrong, C/O the UG Box 9592 Watn, 
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DbISsc Sa VERIFY 


This "No Frills" program simply reads every sector on the specified 
drive. If an error is found it is printed out in Hex (Chapt 18 Disc 
U.G.), along with the track and sector numbers in decimal. (Obvious 
frill: insist on a valid drive number) 


For more details of OSWORD with AX=87F see end af Chapt. § Disc UG, 
Before testing (preferably on a backed up disc, or one Known to be 
corrupt), check the way you have set up parameters etc VERY CAREFULLY. 
This listing is a direct printout of a working program, but no 
responsibility can be accepted by the author. [% could form part of a 
disc recovery program which would try to recover as much as possible 
from files on a corrupt disc. 


1@ REM OSWRD?F (OSWORD with AY = &7F) 
26 REM This will check every sector on specified 


36 REM - without destroying contents. 
44 MODES 

34 DIM instreblock“” 2é 

6@ DIM data_arear 255 

78 INPUT "Number of drive ",DY% 

S@ FOR TZ = 6 TO 7? 

a FOR SA = @ T0 ? 


184 EA = FN_read_sector (D4 ,1T%,SA) 

116 IF NOTCEZ = §) THEN PRINT “ERROR &"5“EA" @ 
Frack/Sector = ®sTAs"/" 354 

126 NEXT SA 

138 NEXT Tx 

148 END 

136 


166 DEF FNiread_sector(drives, tracks, sector“) 
1786 LOCAL AX ,XA,YA 
AA = &?F 


198 XH instr_biockA MOD 256 
208 YA instribleckA DIV 254 
218 ?Pinstr_block~ = driver 
228 instriblockA!i = data_areaX 
236 instr_blockA?s 3 


248 instr_block4?é = &SS 

2386 instr—blockX?? = tracky 
266 instr_blockX4?8 = sectorX 
27@ instreblackKi?y = &z#l1 


286 CALL &FFF1 
278 =instr_blockx?16 
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TWIM KIMGDOM VStlLleE yy By BUGGER YTE 
S0FTWARE. 
Reviewed By A, Beeston 


This program is available on tape, from Software Supplies (N.2) Ltd; 
P.O. Box 865, Christchurch at a cost of $34.95, Versions exist for BBC 
and Commodore computers. 


The tape loads instructions, which provide a friendly introduction to 
the a and adventure gaming on computers, then the main program 
is loaded. 


It is an adventure game in which the adventurer aims to explore and 
gains points by finding treasure. This is not a true real-time 
adventure game. Time only passes when the player enters an 
instruction, and characters react only after a command is entered, 


GRAPHICS 


This particular program has extensive graphics of objects and 
lacations. The graphics are very detailed and colourful. The whole 
screen is used for graphics therefore the program has te switch 
between text and graphics. The user has the choice of six options 
combining the graphics and text output ranging from short messages 
only with no graphics to long messages and graphics displayed far 
every location. There are locations that have mo graphics as they are 
set in magical darkness. 


FEATURES AND LIMITATIONS 


You have a strength which starts at 19@ and decreases ( you die if it 
gets to zero ), but can be built back up. The characters you meet in 
the game also are of varying strength. You meet both enemies and 
friends in your travels - itis up to you te identify them. 


The games vocabulary is limited to movement, simple manipulation of 
objects and miscellaneous commands to provide information about your 
character and environment (score, inventorylock ete) 


Once you as the player are Killed the game ends; there i5 no provision 
for the player to be reimcarnated. There is a facility for saving a 
game in progress and loading a partially completed game, so that when 
‘you die you can restart without retracing every step that you took in 
previous game. 


My best score so far is 385 out of a total of 1024 possible points. I 
have a long way to go to complete this adventure. 
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SYSTEM INTEGER CHART 
G.C.F. 


This program will print out as a chart, a hist of ali the system 
integer variables within boxes on one A4 pace. 


WHY? 

System integer variables (A% to 2%) are very precious: they are the 
fastest variables in Basic, they don’t require additional memory, and 
there are only 26 of them. If your program is using a lot of them, it 
can be difficult to Keep track of WHICH ones have been used; and also 
WHAT they are representing, as usually they cannot be considered as 
having meaningful names. So it can be vital that a record be Kept of 
their usage, either as documentation to a very large program, or at 
least to prevent the same variable being used-to have two different 
USES. 


Note: the program is printer-independant except for line 6@: 

CHR$(494) 15 A C.ltch printer character which is an "overline” — like 
an underline, but at the top. Seikoshas and Epscon<alikes don’t appear 
to have this character, but Logitec users could use the ESC Y command 
to define it. Otherwise, replace CHR$&94 with a hyphen - or some 
such. 


18 REM LSYSINT 

26 VDU2 

38 CA = 39 

40 D4 = 78 

38 PRINT TAB 25); "System Integer Vartable Usage" 
88 PRINT TAB{25) sSTRINGS(29 ,CHRE{&94) ) 

78 PRINT 

BB PRINT TAB(28):"For Program ";STRING$(16,°_") 
98 PRINT 
188 PRINT 
1i8 FOR IZ = 1 TG 33 
126 = PRINT STRINGS{DA8s ,*-") 

138 PRINT * "3 TAB{CA) 3" "ETABCDZ) 3" ° 

148 PRINT * +s SPC2; CHRS (A484 170) 49" STABLCX) s 
f58 = PRINT " "sSPC23 +CHRS (84043613) +84" TABCDY) 5 os 
148 PRINT ° “TABI CA) § S'S TABCDAD " * 

178 NEXT TY. 

188 PRINT STRING${DAt1 ,"-7> 

198 VOUI2 

288 YDU3 

218 END 
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TRIFFIO SOFTWARE RESEARCH 
Revjewer Steve bli 


Adventures 1 (The secret river) and 2 (The wizards citadel). 
Review coples supplied by TSR, Cullwood Lane, Ashley, New Milton, 
Hants, UK “76.95 each plus “4.59 airmail, 


Anyone who has played "Dungeons and Dragons" will be familiar with 
this style of game which involves generating a “character” with 
particular attributes (strength, dexterity etc), and then manipulating 
this character through a famtasy world controlled by a Dungeon Master 
(in this case the computer), Unfortunately there are quite a few 
annoying things about the game which detract from what would be 
otherwise a quite playable game. Firstly, the credits refer to 
graphics, but this refers only to the title page (false advertising’). 
On the subject of the title page: this is very impressive, but how 
would you like to wait three minutes for 20K of title page to load 
from tape! The game is supplied on tape only, and loads in 5 or 6 
chunks, some of which have "protected" names, This is nothing more 
than a nuisance as it means the novice will be unable to bypass the 
title screen. The credits talk about protection, but I experienced neo 
difficulty transferring Adventure i to disc; whilst the second 
required a slight mod to run successfully from disc. 


While actually playing, the response it very quick (unlike Acorn 
adventures!) but I personally did mot like the use of colour. Another 
prsonal dislike was the way not all exits from a location were 
described. Some may prefer a bit of randomness like this as being 
more realistic. You do a lot of fighting in these games, which can be 
a drawn-out affair. Fighting in based on a system of armour-points, 
hit-points, and probability. 


A scam through the code (all BASIC) reveals the sort of "brute force" 
programming that commercial programmers seem to delight in: long 
series of IF statements terminated by GOTOs. Very inelegant; but easy 
to follow (and fast). Adventure 1 has no SAVE facility (a cardinal 
sin}, both adventures have a number of spelling mistaHes. To play 
Adventure 2 you MUST have Adventure 1; as the character generator 
program i8 only supplied with the first. You wouldn’t get far in 
Adventure 2 unless you had built up your character in the first, 
either. The nasties are slightiy harder to dispose of, but at least 
there is a SAVE facility, 


I must admit that my personal. bias for the Level ¥ format for 
adventures may have affected my opinion of these games, but I think 
that there is definitely room for improvement. TSR are clanning to 
release Adventure 3 "in the spring” (UK presumably). 
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FOR FAST FINGERS ONLY 
Review by Geof F. 


"Zalaga" Aardvark software, 186 Ardleigh Green Road, Hornchurch, Essex 
RMii 2LG, England, (6.95) 


Rats will apparently press a switch many hundred times a second when 
that switch is connected to an electrode placed in one of the pressure 
centres of their brains. Humans beings often exhibit similar 
behaviour - though for less esoteric reasons - as a quick look at 
ZALGA will show. Based on the arcade game of similar name its yet 
another of the "zap the aliens" line, and an extremely good one. 


Aliens stream in from top and bottom corners, pirouette in front of 
your laser base then gather around the centre of the screen. Once all 
those that managed to get through your frantic blasting have grouped 
the attack proper begins with aliens descending on your ship, dropping 
bombs and then doing a further twirl before returning to the fleet. 
Occasionally one af the mother ships will whiz down and, instead of 
attacking; emit a long pulsed beam. Pass your ship in front of this 
beam and miraculously your fire power is doubled; you now have twe 
ships side by side which means that you can do some fairly hefty 
damage! If you manage to hammer your way through the first two fleets 
there’s a brief respite with a "Challeging stage" in which aliens 
swirl on and off the screen without dropping bombs, while you amass a 
bonus score. Hit all forty for 18,000 points or else its just 166 
points a hit. 


The graphics are extremely good with full use of sprites and very 
smooth mavement throughout. They‘re also very fast! Sound toc is 
well used without the excessive volume found in many games. You can 
switch sound off and on by pressing ‘Q’ and ‘S’ and there’s a two 
player option too, again at the touch of a button. Another particular 
like was the use of only three Keys: CAPS LOCK and CTRL for left and 
right amd RETURN to fire ~ mo special Keys to remember at those 
critical moments! 


A quick comparision with the arcade version shaws ZALGA is even 
faster, which makes it quite a feat of programming. Increasing 
difficulty levels ensures a long interest life for the game, meaning 
that you are still likely to be playing it in a year’s time to see if 
you cam get a few more points or onto the next level, And I haven’t 
even mentioned that the game has its own special typeface, or a 
continually serolling background of stars, Definitely one for the 
collection! 
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HStlOrF FAME 
PUBLISHER: GAME HI SCORE 
ACaMh Arcadians 21,476 
Aviator 7,416 
Countdown L227 
Elite Above Average 
Elite Elite 
Hopper 27,1976 
Meteors 24,876 
Monsters 73,568 
Pianetoid 413,875 
Road Runner 78,908 
Rocket Raid 146,777 
Snapper 28 , 888 
Starship Command 9,495 
Alligat. Bug Blaster 37,642 
Aardvark dzataga 84,288 
Frak 44,786 
Monaters 175,118 
Bugbyte Twin Kingdom 383 
Dr Soft ‘747? 263 
Gor f 18,646 
FG Soft. Mutant Defender 6,788 
Level Colossal Cave 687 
Dungeon Ady. 338 
Lords of Time F25/ 16068 
Snowba } } 906/1008 
Prog.Pow PangerUXB(Lyl 1) 286,678 
Felix the Factory 7,488 
Frenzy . 915,468 
Killer Gorilla 71,988 
Super Invaders i?,d616 
Sup.Soft Alien Brapout 24,268 
G*#BERT 36,266 
Roadruhner 78,686 
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LISER GROUP MEETINGS 
RUEKLAND : -meets Znd Wednesday of the month, 7.3¢pm, Conference Rooms, 


Auckland Secondary Teachers College,68 Epsom Ave, Epsom. ph 
Dave 778-838 x S18¢bus) or Kerry 695-335. 


CHRISTCHURCH: ~fortnightly workshops, Monday 4.38pm at Hagley High School, 
ph. Michael 982-267. 

DUNEDIN: ~Phone Martin McDowall 42-831 

HAMILTON: ~fast Thursday of the month 4,45pm Walkato Tech B-block stat? 


~room, Ph. Peter, Hamilton 392-508 x8?7{bus) or Alison, 
Norrinsville 4493, 

HAWKES BAY: “Alternative months Hastings & Napier, Contact Kendall Napter 
435-624, Bob Taradale 444-959, Mitch Hastings 778-225. 

INVEREARGILL:  -Phone Evan 338-444 Invercargill. 

PALMERSTON NORTH:-Phone Tom Skinner 83-B87{wk) 


TAUPO: “Contact Dave 84-215, 

TAURANTA : -every second Wednesday. ph, Chris & Jane 45-876, 

TIMARU: -Phone Lioyd van der Krogt Timaru 88-882, 

TBKORDA: ~meets first Friday of each month, Tokoroa High School, dpm. 
Phone Brian 67-629 Tokoroa, 

WELLINGTON: ~meets jast WEDNESDAY of the month, 7.38pm, Royal Soctety 


Lecture Theatre, Turnbul} St, Thorndon.ph. Anton 2846-28? or 

Warren 787-685, 
QTHER CENTRES:  - tet us Know and we will publish details here. 

THE NEWSLETTER: 

CONTRIBUTIONS:-most welcome. Listings should be sent in on tape ordisc, {Tape - 
2 copies, one at 388 baud please), A She stamp gets your tape .” disc returned 
too, Please include written exptanation of listings text only material welcome 
00. 
DEADLINES:- For a particular issue, the Jast day for materia) is the Jast day of 
the month prior to publication. 
ADVERTISING:~ Rates are $28 per half page (camera ready), deadline as above, 


Copyright (c) THE BBC/ACORN CONPUTER USER GROUP OF NZ INC. 
Published monthly except January and mailed to financial members. 


MEMBERSHIP: 
Membership of the users group is on payment of an annual subscription from April 
to March. For the 1984/5 year it is: $30.6@, plus a $5.88 Joining fee for new 
members, plus $5.08 for Auckland & Wellington members as a local Branch levy, 
which entitles attendance at meetings as detatled above, Renewing members get 
ae oe issues af the current year; New members also get back issues to ¥.1 #1 
an “84, 


THE ACORN/BBC COMPUTER USER GROUP OP'N2Z INC, P.O0,Box 9992, Wellington. 
Reproduced by ROBEKic PRINTING Ca, Ltd, Wellington, 


